
RATIONALE FOR ADVENTURE 

In this adventure, Scouts will learn about our ecosystem and grow in their appreciation of nature. 

TAKEAWAYS FOR CUB SCOUTS 

• Being knowledgeable, responsible, and comfortable in the outdoors 

• A Scout is kind, xj 1 

ADVENTURE REQUIREMENTS 

Do six from requirements 1 through 9. 

1 . Collect and care for an “insect, amphibian, or reptile zoo.” You might have crickets, ants, grasshoppers, 
a lizard, or a toad. Study them for a while and then let them go. Share your experience with your 
Webelos den. 

2. Set up an aquarium or terrarium. Keep it for at least a month. Share your experience with your Webelos 
den by showing them photos or drawings of your project or by having them visit to see your project. 

3. Watch for birds in your yard, neighborhood, or town for one week. Identify the birds you see, and 
write down where and when you saw them. 

4. Learn about the bird flyways closest to your home. Find out which birds use these flyways. 

5. Watch at least four wild creatures (reptiles, amphibians, arachnids, fish, insects, or mammals) in the 
wild. Describe the kind of place (forest, field, marsh, yard, or park) where you saw them. Tell what 
they were doing. 

6. Identify an insect, reptile, bird, or other wild animal that is found only in your area of the country. Tell 
why it survives in your area. 

7. Give examples of at least two of the following: 

a. A producer, a consumer, and a decomposer in the food chain of an ecosystem 

b. One way humans have changed the balance of nature 

c. How you can help protect the balance of nature 

8. Learn about aquatic ecosystems and wetlands in your area. Talk with your Webelos den leader or 
family about the important role aquatic ecosystems and wetlands play in supporting life cycles of 
wildlife and humans, and list three ways you can help. 

9. Do ONE of the following: 

a. Visit a museum of natural history, a nature center, or a zoo with your family, Webelos den, or pack. 
Tell what you saw. 

b. Create a video of a wild creature doing something interesting, and share it with your family and den. 



NOTES TO DEN LEADER 



Meeting 4 will be a den outing to visit a museum of natural history, nature center, or zoo (requirement 
9a). In advance of the outing, the leader will need to make arrangements with the outing location and 
confirm the outing plan with families, including transportation and any additional items they need to 
bring. Make sure a tour and activity plan has been submitted, if required, and activity consent forms 
are distributed, signed, and collected. 

Before the first meeting, have each Scout decide what type of insect, reptile, or amphibian he would 
like to keep for a week in his “zoo” (requirement 1). The boys may catch their specimens at home or 
during the meeting, but remind them that each creature must be released back into the same environ- 
ment in the same area where it was found. 

See the Appendix for optional den meeting activities, including openings, gatherings, and closings. 
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PLAN 



PREPARATION AND MATERIALS NEEDED 

• U.S. and den flags 

• Items for Bird Match game (if weather prevents going outside): Pictures of birds that live in your area, 
printed small— about the size of playing cards. Print two of each so they can be paired. 

• Items for Talk Time: 

— Worm jar, prepared a week in advance (see Meeting 1 Resources) 

— Bird flyway map 

• Items for making insect zoos (Activity 1 ; see Meeting 1 Resources): 

— For crickets: small plastic or glass jars; screen mesh; rubber bands; bottle caps 

— For ants: large-mouth bottles; large piece of white cloth or paper; cardboard; garden trowel; 
screen mesh or cheesecloth; rubber bands; bottle caps 

GATHERING 

• As Scouts arrive, weather permitting, send them outside to look for insects in the grass, under rocks, 
or near the sidewalk. Ask each boy to observe what the insects are doing and where they might be 
going. Have him look up and around for any birds in the area; can he identify them? 

• If unable to go outside, try one or both of these options: 

Inchworm Walk. Each Scout supports his body on his hands and feet with his legs extended back- 
ward. Keeping his hands in place and his knees stiff, he walks on his toes with short steps until his 
feet are near his hands. Then, without moving his feet, he walks forward on his hands with short 
steps until his original position is attained. He continues “walking” alternatively with feet and hands, 
like an inchworm. 

Bird Match. Shuffle the two sets of bird picture cards and stack them facedown. The boys will take 
turns turning over the cards and looking for a match. The Scout with the most matches wins. When 
a Scout makes a match, see if he can tell what bird it is. You may want to have a sheet with all of the 
birds listed to help the boys identify and learn about them. 

OPENING 

• The den forms a tight circle with the den flag in the center. Each Scout grasps the flagstaff with his 
left hand, makes the Scout sign with his right hand, and says the Scout Oath. 

TALK TIME (REQUIREMENTS 4 AND 6) 

• Carry out business items for the den. 

• Allow time for sharing among Webelos Scouts. 

• Introduce the Scouts to the Into the Wild adventure. Explain that they will be exploring the world of 
animals, insects, reptiles, fish, arachnids (spiders), and amphibians. The den will look at how these 
creatures affect our lives and how we affect theirs. 

• Show the Scouts the worm jar. Explain what the worms have been doing and how what they do can 
help the environment and the world we live in. Explain the work that the worms do in helping air and 
water to get into our soil. Remind the Scouts that all living creatures, even the smallest ones, have a 
part in creating our environment. This is just one example of how we help each other. 

• Ask the Scouts to share about what they found outside; were they able to identify the various birds, 
insects, and other creatures? 

• Ask Scouts if they have observed birds in their own neighborhoods. Do the birds live there year-round 
or only at certain times of the year? Show the bird flyway map and lead a discussion about seasonal 
bird migrations (requirement 4). 
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• Ask the Scouts if the same animals live all over the country. If they say no, ask why not. Ask: What 
types of conditions affect wildlife? Answers could include climate, availability of food, altitude, or 
other wildlife in the area. Can the boys think of one insect, reptile, bird, or wild animal that is found 
only in their area? Why does it survive only there (requirement 6)? 

• Discuss plans for the Meeting 4 den outing to a museum of natural history, nature center, or zoo 
(requirement 9a). 

ACTIVITIES 

O Activity 1: Keeping a “Zoo” (Requirement 1) 

• Each Scout will start an “insect, amphibian, or reptile zoo” of his choice, using the materials you 
collected or things the boys have brought. (The Webelos Handbook also includes several options; see 
Meeting 1 Resources for directions on keeping a cricket or ants. Scouts may catch the specimens near 
the meeting site or somewhere else before or after the meeting; however, each creature must be re- 
leased within seven days in the same place where it was found.) Creating these zoos and sharing what 
they discover will give the boys an opportunity to study and learn about different creatures. 

• Scouts will need to check on their specimens every day and care for them. They should consider the 
creatures as visitors and return them to their natural outdoor habitat after observing them for several days. 

O Activity 2: Habitat Knee-Sit 

• See Meeting 1 Resources for directions. 

• Explain that food, shelter, water, and space are the basics of life on earth. We can do without one of 
those basic elements for a short time, but eventually, like every living thing, we need all four of the 
basics to survive. This game will help demonstrate that truth. 

CLOSING 

• Gather the den together and recite the Scout Law. Reflect on the 12 points of the Law and discuss 
which ones might relate to this adventure: A Scout is kind, thrifty. 

• Say: Being thrifty means preserving our resources, and being kind means not harming or killing another 
living thing. 



Do-at-Home Project Reminder: 

During the next week the Scouts will study the creatures in their zoos. They must set the in- 
sects, reptiles, or amphibians free in the same place after several days and share what they 
learned with the rest of the den (requirement 1). 

Each Scout will also watch for birds in the local area. He will keep a written record of which birds he 
saw, and when and where he saw them (requirement 3). 




AFTER THE MEETING 

• Serve refreshments, if desired. 

• Work together to clean up the meeting place. 

• Record completion of requirements 4 and 6. 



INTO THE WILD 




MEETING 1 RESOURCES 



TALK TIME 

Worm Jar 

• One week before the first meeting, prepare a worm jar to help Scouts see how some creatures work 
hard to aerate (let air and water into) our soil, which in turn allows plants to grow and gives other 
creatures food to eat. 

• Put 4 to 5 inches of moist, rich soil in a large glass jar with six earthworms. Add water if necessary, 
but not enough to cause the soil to drip water when you ball the soil in your fist and squeeze. 

• On top of the soil, put an inch of light, dry sand. Sprinkle a layer of cornmeal on top of the sand. 

Wrap black paper around the jar to shut out the light, and cover the jar with a section of black panty- 
hose secured with a rubber band. Keep the jar out of the sun. 

• When you uncover the jar one week later, Scouts will see that the worms have moved dark soil up 
into the sand and sand down into the soil. They will see tunnels along the walls of the jar that mark 
where the worms have traveled. 

ACTIVITIES 

O Activity 1: Keeping a “Zoo” (Requirement 1) 

Crickets 

• To catch a cricket, place a small plastic or glass jar into the soil so the top of the rim is level with the 
surface of the ground. Put a small amount of a sweet, gooey mixture in the jar. You could use a mixture 
of two parts molasses and one part water or the mashed pulp of an overripe fruit. The smell will attract 
beetles or crickets and they will fall into the jar. You can also look for crickets under rocks or logs. 

• After you catch them, you will need to make a home or “zoo.” You can use a wide-mouthed plastic jar 
as a home for the cricket. Punch air holes in the lid (to avoid accidents, make sure only an adult does 
this) or make a lid out of screen mesh and put a rubber band around it to secure it to the jar. Put in an 
inch of moist soil; you can use the soil from the area where you found the cricket. Use a bottle cap for 
a water dish and add a rock or small stick— crickets like to crawl underneath things. 

• Keep the jar out of direct sunlight. For food, try lettuce, a very small wedge of a raw potato, or some 
dry cat or dog food. Give the cricket food and clean water every day. Keep the jar clean by removing 
leftover food and any droppings. Remember that crickets can be noisy as they like to chirp! 

Ants 

• To capture ants you need a 2-foot-square piece of white cloth or paper, two large-mouth bottles with 
lids, a piece of cardboard, and a trowel. 

• Find an anthill or ant nest under rocks. (Caution: Don’t try to collect fire ants or other biting ants. Stay 
away from them.) Stir the anthill gently with your trowel. When the ants come out to investigate, use 
the cardboard to guide them into one jar. Put some dirt from the anthill in with them. Some ants may 
be carrying white objects, which are the larvae and pupae, two stages of ant development. Collect 
some of these too. 

• Now find the colony’s queen — if you can. Some ant queens live very deep in the ground, and when 
the nest is disturbed, the other ants carry her off to safety. That is because the queen produces all of 
the colony’s young. She will be larger than the other ants. As you look for the queen, spread the dirt 
on the white cloth, and she should show up against the white background. Put the queen into the 
second bottle and add some dirt. 

• To create an ant house, you can use a wide-mouthed jar with screening (if the holes are small enough 
to keep ants from climbing out) or cheesecloth on top to let in air. Put your ant colony in the jar, 
including the queen, along with the dirt from the anthill. Add ordinary soil until the jar is about two- 
thirds full. Keep the soil moist, but not wet, by putting in a few drops of water when it looks dry. Fill a 
bottle cap with water for the ants to drink. 

• Keep the house covered when you aren’t watching the ants at work. Ants like to work in the dark. You 
can cover the jar with black paper or cloth held on by rubber bands. Handle the ant house with care, 
and don’t jerk or jiggle it. For food, put in bits of sugar, peanuts, apples, and bananas every few days. 
Remove uneaten food each time you put in new food. 
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O Activity 2: Habitat Knee-Sit 

• Have Scouts stand shoulder to shoulder in a circle. Assign each Scout a name as follows: 1 = “food,” 
2 = “water,” 3 = “shelter,” and 4 = “space”— then back again to 1 . 

• Ask Scouts to turn toward their right, at the same time taking one step toward the center of the circle. 
They should be standing close together, with each Scout looking at the back of the head of the Scout in 
front of him. Scouts place their hands on the shoulders of the person in front of them. The leader says, 
Food, water, shelter, and space are what is needed to have a good habitat for all living things on earth. 

• Now ask the Scouts, on the count of three, to slowly sit down on the knees of the person behind 
them — keeping their own knees together to support the person in front. When this is done, the leader 
says, Each component is important to our life, but sometimes, these necessities are no longer available. 
We will see what happens. Remember which necessity each of you are— food, water, shelter, or space. 

• Say: It is a drought year. The water supply is reduced by the drought conditions. Water is no longer 
available. Water, move away from the circle. Everyone else, try to keep together! Scouts should try to 
keep their circle together. 

• Say: Conditions are getting even worse. Fire has burned our shelters and our crops have burned. 
Food and shelter, leave the circle. At this point the circle will collapse. 

• Explain that food, shelter, water, and space are the basics of life on Earth. For a short period, we can 
do without one of these things, but eventually, we, along with all other living things, need all of them 
to survive. 



MEETING 



PLAN 



PREPARATION AND MATERIALS NEEDED 

• U.S. and den flags 

• Items for making animal track casts during nature hike (Activity 1): 

— Plastic zip-top bags filled with to 1/2 cup of dry plaster of paris 

— Strips of cardboard IV 2 inches wide 

— Paper clips 

— Water 

• Pens and note pads for taking notes during the hike 

• Bag and gloves for picking up litter 

GATHERING 

• Have Scouts play Nature Hide and Seek before the meeting starts. 

• The first Scouts to arrive will be the “prey.” They must hide or camouflage themselves so that predators 
will not notice them. They can do this by crawling under something, holding very still, or staying out 
of sight, but they must always be somewhere in the designated playing field. 

• The last Scouts to arrive are the “predators.” Send them to the field to find their prey. As they point to 
Scouts they see, the prey come out and join the predators. Any prey that hasn’t been discovered will 
come out at the end of the game. 

• If time permits, let everyone take a turn as predator and prey. 

OPENING 

• Conduct a flag ceremony of your choosing that includes the Pledge of Allegiance and, as appropriate, 
the Scout Oath and Scout Law. 
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TALK TIME (REQUIREMENTS 1, 3, AND 7) 

• Carry out business items for the den. 

• Give each Scout time to tell about his “zoo”— which creature(s) he collected and what he found out 
about them (requirement 1). 

• Have Scouts been observing birds during the last week? Ask which birds they identified and where 
and when they saw the birds. Have them discuss the information they recorded (requirement 3). 

• Introduce the subject of producers (plants, trees), consumers (those that eat what the producers 
provide), and decomposers (those that return organic matter to the soil to be recycled). Ask each 
Scout to give two examples of each (requirement 7). 

• Lead a discussion about how humans can affect the balance of nature and what each person can do 
to protect that balance. Encourage each Scout to take part in the conversation (requirement 7). 

• If any Webelos Scouts chose to create a video of a wild creature (requirement 9b), give them an 
opportunity to show it to the rest of the den. 

ACTIVITIES 

O Activity 1: Nature Hike (Requirement 5) 

• Take Scouts on a walk through the neighborhood to see how many wild creatures they can spot 
along the way. Make sure each boy observes at least four— reptiles, amphibians, arachnids, fish, 
insects, or mammals— and write down where he found the creatures and what they were doing. 
Remind the boys that they must walk carefully and quietly, just as they did when pretending to be 
prey, so the creatures won’t be frightened. 

• Look for signs in nature such as scat, nests, scratch marks on trees, holes in the ground, or holes in 
leaves or trees. Do the Scouts know what creatures might have left those marks? 

• If possible, bring ingredients for making plaster casts of animal tracks during your hike (see Meeting 2 
Resources for directions). Also bring a bag and gloves so Scouts can pick up litter during their walk. 

• You may want to take the walk yourself before the meeting to look for interesting stopping points. The 
purpose of this activity is to teach Scouts to notice animals and other creatures in their environment. 
Help them by stopping now and then so they can discover signs of wildlife activity that they would 
not ordinarily notice. Mention that many creatures are active while we sleep, or the creatures are 
small and usually escape our attention. 

CLOSING 

• Form a circle and recite the Outdoor Code. 

AFTER THE MEETING 

• Serve refreshments, if desired. 

• Work together to clean up the meeting place. 

• Record completion of requirements 1 , 3, 5, and 7. 
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ACTIVITIES 

Activity 1: Nature Hike (Requirement 5) 

Making Plaster Casts of Animal Tracks 

• You will find the best tracks for casting near streams, muddy banks, or beaches. After you find some 
tracks you want to cast, brush away any twigs, stones, or dirt from around them. 

• Surround the tracks with a cardboard strip in the shape of a ring and fasten the ends of the strip with 
a paper clip. Push the cardboard into the mud around the track. 
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• Add a little water to each Scout’s bag of plaster. Have them knead the securely sealed bags until 
the mixture inside is smooth (about the consistency of oatmeal). Bring a little extra plaster to add if 
needed, to ensure the right thickness in each bag. 

• Slowly turn the bag inside out, carefully pouring the plaster from one side to the other over the tracks 
inside the ring. This way, the air will be pushed out of the plaster and there will be no bubbles. 

• After about 15 minutes, depending on humidity, the plaster should be hard enough for the cast to 
be removed. While a cast is still damp, have the Scout mark it in his own way, either with his initials, 
leaves, or twigs in his own pattern. When the track cast is thoroughly dry, remove the cardboard ring 
and lift the cast from the ground. 

• If desired, the casts may be used later to make prints for each Scout. 



MEETING 



PLAN 



PREPARATION AND MATERIALS NEEDED 

• U.S. and den flags 

• Items for making aquariums or terrariums (Activity 1 ;see Webelos Handbook and Meeting 3 Resources) 

• Thank-you notes that Scouts can sign for anyone who helps with the Meeting 4 den outing 

GATHERING 

• Frog Handstand. As Scouts gather for the meeting, have them squat and place their hands flat on 
the floor between their legs. Then they lean forward slowly, shifting the weight of their bodies onto 
their hands and elbows, until their feet swing free of the floor. (This is the first step in learning to do a 
handstand.) See how long each Scout can remain in that position. 

OPENING 

• Conduct a flag ceremony of your choosing that includes the Pledge of Allegiance and, as appropriate, 
the Scout Oath and Scout Law. 

• Sing “The Bear Song” (see Meeting 3 Resources). 

TALK TIME (REQUIREMENT 8) 

• Carry out business items for the den. 

• Allow time for sharing among Webelos Scouts. 

• Lead a discussion about aquatic ecosystems and wetlands in your area. Talk about the important role 
these play in supporting the life cycles of both wildlife and humans. What are three ways that Scouts 
can help preserve these systems? Allow time for each Scout to come up with ideas (requirement 8). 

• In preparing for the conversation, you can get information from the U.S. Fish and Wildlife Service at 
www.fws.gov. 

ACTIVITIES 

O Activity 1: Aquariums and Terrariums (Requirement 2) 

• Each Scout will make an aquarium or terrarium using the collected materials. He will take the project 
home and photograph or draw pictures throughout the next month so he can share what happens 
with the rest of the den. (See fish aquarium and terrarium directions in the Webelos Handbook, and 
directions for an insect aquarium in Meeting 3 Resources.) Tell Scouts to bring to the next meeting 
photos or drawings of their projects to share their progress with the den. 

O Activity 2: “Into the Wild” Game 

• See Meeting 3 Resources for directions. 
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CLOSING 

• Form a circle and pass the Scout handshake from one to another until it reaches the Scout who started 
it. As each boy receives the left handclasp, he silently makes a wish and pledges to do his best and 
Be Prepared. 

• Review details for the upcoming outing in Meeting 4. Make sure all Scouts and their families know 
the plans. 

AFTER THE MEETING 

• Serve refreshments, if desired. 

• Work together to clean up the meeting place. 

• Record completion of requirements 2 and 8. 

• Have Scouts sign their thank-you notes for guests at this meeting or those who will help with the outing. 



MEETING 3 RESOURCES 



OPENING 

“The Bear Song” 

(tune: “Sipping Cider Through a Straw”) 

The leader sings a line, which the den repeats. After the verse is complete, all sing the verse together. 
Then the leader moves on to the next verse. 



The other day 


The lowest branch 


1 met a bear 


Was 10 feet up. 


Out in the woods 


I’d have to jump 


Away out there. 


And trust to luck. 


He looked at me, 


And so 1 jumped 


1 looked at him. 


Into the air. 


He sized me up, 


1 missed that branch 


1 sized up him. 


Away up there. 


He said to me, 


Now don’t you fret, 


Why don ’t you run? 


And don’t you frown, 


1 see you ain ’t 


1 caught that branch 


Got any gun. ” 


On the way back down. 


And so 1 ran 


That’s all there is, 


Away from there, 


There ain ’t no more, 


And right behind 


Unless 1 see 


Me was the bear. 


That bear once more. 


And then 1 see, 




Ahead of me, 




A great big tree, 




0 glory be! 





WEBELOS/ARROW OF LIGHT 





ACTIVITIES 

Activity 1: Aquariums and Terrariums (Requirement 2) 

Aquatic Insect Aquarium 

Materials: Aquatic insects, wide-mouth gallon jar, wire mesh, sand, rocks, plants 

• This project requires aquatic insects, which should be collected before the meeting or during a family 
or den visit to a brook, pond, swamp, or lake. All of these aquatic insects are common and can be 
easily caught: 

— The water strider walks and runs on spiderlike legs across the water’s surface. 

— A beetle called the backswimmer clings to the underside of the water surface while its hind legs 
propel it along. 

— Whirligig beetles skate over the surface of the water, chasing one another in a crazy patch of circles. 

— A scuba diver insect, called the water boatman, keeps the air supply in a bubble between its front 
legs and moves through the water with its oar-like hind legs. 

— Naiads (nymphs) swim through the water, catching and eating smaller insects, and then finally 
crawl onto a log or rock above the surface and turn into dragonflies and damselflies. 

• Using a wide-mouth jar, put sand, rocks, and plants on the bottom of your aquarium as you would for 
fish. Fill the tank halfway with water, and add your specimens. Cover the aquarium with wire mesh. 

Feed flies, mosquitoes, mosquito wrigglers, ants, and grasshoppers to the aquatic insects by dropping 
them on the surface of the water. 

• After enjoying your aquarium, return the insects to their natural environment. 

Activity 2: “Into the Wild” Game 

• This game will offer a good opportunity for Webelos Scouts to show what they are learning in 
this adventure. 

• Divide the den into two teams. Set up a table and have the teams line up on either side. Provide two 
noisemakers (e.g., squeak toys) that the boys can use to determine which team answers a question 
first; the leader will ask each question and the team that makes the noise first will get to answer it. 

• A Scout may answer the question alone or he may confer with his team. If he answers the question 
incorrectly, the other team tries to answer it. The team that gives the correct answer gets the first turn 
with the next question. The team with the most points wins. Have some fun! 

• Below are sample questions that you could ask. Feel free to adapt them to the area in which you live, 
and you may want to add others that you talked about as a den: 

— What is a “producer”? 

— What is a “consumer”? 

— What is a “decomposer”? 

— Name three birds you can see in our area. 

— What is a bird flyway? 

— What is the closest bird flyway to our area? 

— Where do birds go when they leave this area? 

— What types of animals will you find in the forest? 

— What do insects eat? 

— What is an arachnid? 



INTO THE WILD 




PREPARATION AND MATERIALS NEEDED 

• Contact the outing location at least a month in advance to schedule the visit. Give the staff a copy 
of the requirements so they can see what the Scouts are doing in this adventure and possibly plan a 
hands-on activity. 

• Confirm that a tour and activity plan has been submitted, if required, and that transportation to and 
from the location is in place. Secure signed activity consent forms. 

• Unit den leader should have in possession (if required by local council practices) the tour and activity 
plan and a copy of the Guide to Safe Scouting. 

• Review any questions the Scouts want to ask to ensure all are appropriate. To avoid forgetting, have 
them carry the questions on index cards. 

• Remind Scouts of any gear they need to bring, especially if the den is going to a nature center or 
other outdoor location. 

• Bring the signed thank-you notes for those who help. 



GATHERING 

• If visiting a nature center or zoo, review the Leave No Trace Principles for Kids and how they relate to 
this outing. 



OPENING 

• Conduct a flag ceremony of your choosing that includes the Pledge of Allegiance and, as appropriate, 
the Scout Oath and Scout Law. 



TALK TIME (REQUIREMENT 2) 

• Carry out business items for the den. 

• Allow time for sharing among Webelos Scouts. 

• Have Scouts share the drawings or photos of their aquarium/terrarium projects. What have they 
learned so far from the project? 

ACTIVITIES 

O Activity 1: Visit or Tour 

• If a tour guide or host will be leading you through the museum of natural history, nature center, or 
zoo, introduce this person and mention that the Scouts have questions they would like to ask during 
or after the visit. 

• When the visit ends, be sure the Scouts show appreciation and give their thank-you notes to every- 
one who helped. 

CLOSING 

• Gather the den together and have each Scout share something he enjoyed learning during the outing 
or the rest of the adventure. 



AFTER THE MEETING 

• Serve refreshments if desired and appropriate. 

• If the visit was outdoors, work to leave the location cleaner than you found it. 

• Record completion of requirements 2 and 9. 



Upon completion of the Into the Wild adventure, your Webelos Scouts will have earned 
the adventure pin shown here. Make sure they are recognized for their completion by 
presenting the adventure pins, to be worn on their uniforms, as soon as possible accord- 
ing to your pack’s tradition. 
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